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(57)Abstract: 

PROBLEM TO BE SOLVED: To easily learn operation 
procedures for causing a game character to perform 
various motions by showing a hit mark at the hit position 
of an attack, upon a players selection of a practice 
mode. 

SOLUTION: When a practice mode is selected via a 
controller, a practice menu screen appears and shows 
the image where a player s operated game character 30 
and a computer operated hostile game character 32 fight 
each other. Then, when the game controller is operated 
and an attack by one character 30 or 32 hits the other 
character, a hit mark 34 is indicated at a hit position. 
When a punch hits the intermediate part of the hostile 
character 32, for example, the hit mark 34 including the 
symbol Mid to show the intermediate part is shown at 
the hit position. As a result, a player can know the 
position of the hostile character 32 where the punch 
hits. 
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* NOTICES * 

JPO and NCIPI are not responsible for any 
damages caused by the use of this translation. 

LThis document has been translated by computer. So the translation may not reflect the original 
precisely. 

2.**** shows the word which can not be translated. 
3.1n the drawings, any words' are not translated. 



CLAIMS 



[Claim(s)] 

[Claim 1] The game character which is the image composition approach for compounding a game 
screen, and a player operates when practice mode for a player to practice actuation using a 
game controller is chosen, The image composition approach characterized by displaying the 
screen where the hit mark was displayed on the hit part when the attack of one game character 
hits in the game character of another side, while displaying the screen opposed between the 
game characters which a computer operates. 

[Claim 2] The image composition approach characterized by said hit mark including the notation 
for identifying a hit part in claim 1. 

[Claim 3] The image composition approach characterized by displaying a guard mark in claim 1 or 
either of 2 when the game character of said another side defends said attack. 
[Claim 4] the case where an attack hits in claim 1 thru/or either of 3 in the upper case of the 
game character of said another side, the middle, and the lower berth — the object for upper 
cases, and the middle — a ** and the image composition approach characterized by displaying 
the hit mark for the lower berths. 

[Claim 5] The game character which is the image composition approach for compounding a game 
screen, and a player operates when practice mode for a player to practice actuation using a 
game controller is chosen, While displaying the screen opposed between the game characters 
which a computer operates When the attack which the game character which a player chooses 
the Replay mode in said practice mode, and a player operates delivered to the game character 
which a computer operates fulfills given Replay generating conditions The image composition 
approach characterized by displaying the Replay screen about this attack of the game character 
which the game character and computer which a player operates operate. 
[Claim 6] The image composition approach characterized by fulfilling said Replay generating 
conditions when the count of a successive attack of the game character which a player operates 
exceeds the count of predetermined in claim 5. 

[Claim 7] The image composition approach characterized by fulfilling said Replay generating 
conditions when the operating procedure specified in claim 5 by at least one alter operation 
which the player inputted is in agreement with a given criteria procedure. 

[Claim 8] The game character which is the image composition approach for compounding a game 
screen, and a player operates when practice mode for a player to practice actuation using a 
game controller is chosen, While displaying the screen opposed between the game characters 
which a computer operates When a player chooses the Replay mode in said practice mode and a 
player performs given actuation The image composition approach characterized by displaying the 
Replay screen about the actuation made before this given actuation of the game character which 
the game character and computer which a player operates operate. 

[Claim 9] The game character which is the image composition approach for compounding a game 
screen, and a player operates when practice mode for a player to practice actuation using a 
game controller is chosen, While displaying the screen opposed between the game characters 
which a computer operates The image composition approach characterized by displaying the 
screen on which attack actuation is made to perform on the game character which a computer 
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operates when a player chooses counterattack mode in said practice mode. 

[Claim 10] The game character which is game equipment which compounds a game screen, and a 
player operates when practice mode for a player to practice actuation using a game controller is 

. chosen, A means to display the screen opposed between the game characters which a computer 
operates, Game equipment characterized by including a means to display the screen where the 
hit mark was displayed on the hit part when the attack of one game character hits in the game 

" character of another side. 
[Claim 11] The game character which is game equipment which compounds a game screen, and a 
player operates when practice mode for a player to practice actuation using a game controller is 
chosen, A means to display the screen opposed between the game characters which a computer 
operates, When the attack which the game character which a player chooses the Replay mode in 
said practice mode, and a player operates delivered to the game character which a computer 
operates fulfills given Replay generating conditions Game equipment characterized by including a 
means to display the Replay screen about this attack of the game character which the game 
character and computer which a player operates operate. 

[Claim 12] The game character which is game equipment which compounds a game screen, and a 
player operates when practice mode for a player to practice actuation using a game controller is 
chosen, A means to display the screen opposed between the game characters which a computer 
operates, When a player chooses the Replay mode in said practice mode and a player performs 
given actuation Game equipment characterized by including a means to display the Replay 
screen about the actuation made before this given actuation of the game character which the 
game character and computer which a player operates operate. 

[Claim 13] The game character which is game equipment which compounds a game screen, and a 
player operates when practice mode for a player to practice actuation using a game controller is 
chosen, A means to display the screen opposed between the game characters which a computer 
operates, Game equipment characterized by including a means to display the screen on which 
attack actuation is made to perform on the game character which a computer operates when a 
player chooses counterattack mode in said practice mode. 



[Translation done.] 
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* NOTICES * 

JPO and NCIPI are not responsible for any 
■„ damages caused by the use of this translation. 

1. This document has been translated by computer. So the translation may not reflect the original 
precisely. 

2. **** shows the word which can not be translated. 
3.1n the drawings, any words are not translated. 



DETAILED DESCRIPTION 

[Detailed Description of the Invention] 
[0001] 

[Field of the Invention] This invention relates to the image composition approach and game 

equipment. 

[0002] 

Background Art and Problem(s) to be Solved by the Invention] In a sport-combative game etc., 
the game character which a player operates, and the game character which a partner player (or 
computer) operates are opposed on a screen, and a game is enjoyed. In such a sport-combative 
game, since feeling which is actually being pitched against each other by players can be 
experienced, the popularity as a game is high. 

[0003] Now, in a sport-combative game, the superiority or inferiority of the actuation 
workmanship which each player has have big effect on a game result, as [ let / a game 
character / if the cross-joint key and manual operation button which a game controller has are 
operated with given operating procedure (procedures, such as specifying the left by the cross- 
joint key and pushing manual operation buttons A and B one by one) / especially in a sport- 
combative game, / special work (special actuation) ] — **** — it is common that it is. And if 
special work is successful, since a serious damage can be given to a partner, the propriety of a 
success of special work has big effect on a game result. Therefore, it becomes a barometer 
showing the superiority or inferiority of the actuation workmanship of a player how it can let out 
special work smoothly. 

[0004] However, generally the operating procedure for letting out work, such as the above- 
mentioned special work or a counterattack, and a guard, was complicated, and it was an activity 
very difficult for a player to master this operating procedure. Especially the thing for which such 
operating procedure is memorized during waging war with other players in the usual waging-war 
mode was difficult, and this had become one factor in which the player which does not have 
confidence in actuation workmanship keeps this kind of game at arm's length. 
[0005] This invention has the place which it is made in order to solve the above technical 
technical problems, and is made into the purpose in offering the image composition approach and 
game equipment which can make a game character learn simply the operating procedure for 
making various actuation perform to a player. 
[0006] 

[Means for Solving the Problem] In order to solve the technical problem mentioned above, this 
invention is the image composition approach for compounding a game screen. The game 
character which a player operates when practice mode for a player to practice actuation using a 
game controller is chosen, While displaying the screen opposed between the game characters 
which a computer operates, when the attack of one game character hits in the game character 
of another side, it is characterized by displaying the screen where the hit mark was displayed on 
the hit part 

[0007] According to this invention, in the practice mode in which a player practices actuation, a 
hit mark is displayed on an offensive hit part. Therefore, a player is seeing this hit mark, and it 
can practice game actuation, checking the location which their attack or an enemy's attack hit. 
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Thereby, a player can master simply and quickly an attack technique, the defense technique to 
special work, etc., and its enjoyment of the game in waging-war mode can also improve. 
[0008] Moreover, this invention is characterized by said hit mark including the notation for 
• identifying a hit part. If it does in this way, a player can recognize a hit part still more quickly and 
certainly. 

[0009] Moreover, this invention is characterized by displaying a guard mark, when the game 
character of said another side defends said attack. If it does in this way, when the game 
character which a player operates, for example will be a game character of said another side, a 
player can check easily whether defense actuation of it has been successful. Thereby, 
improvement in the defense technique of a player can be aimed at. 

[0010] moreover, the case where an attack hits this invention in the upper case of the game 
character of said another side, the middle, and the lower berth — the object for upper cases, 
and the middle — it is characterized by displaying the hit mark for a ** and the lower berths. If it 
does in this way, a player can check easily in which location of an upper case, the middle, and 
the lower berth the attack has hit. 

[0011] Moreover, the game character which this invention is the image composition approach for 
compounding a game screen, and a player operates when practice mode for a player to practice 
actuation using a game controller is chosen, While displaying the screen opposed between the 
game characters which a computer operates When the attack which the game character which a 
player chooses the Replay mode in said practice mode, and a player operates delivered to the 
game character which a computer operates fulfills given Replay generating conditions It is 
characterized by displaying the Replay screen about this attack of the game character which the 
game character and computer which a player operates operate. 

[0012] If according to this invention given Replay generating conditions are fulfilled when 
attacking in practice mode, the display of the Replay screen about the attack will be performed. 
If it does in this way, Replay can be utilized as a production means in which the result of 
practice is impressed to a player. 

[0013] Moreover, this invention is characterized by fulfilling said Replay generating conditions, 
when the count of a successive attack of the game character which a player operates exceeds 
the count of predetermined. If it does in this way, the satisfaction of the player which was 
successful in the successive attack of the count of predetermined can be raised further. 
[0014] Moreover, this invention is characterized by fulfilling said Replay generating conditions, 
when the operating procedure specified by at least one alter operation which the player inputted 
is in agreement with a given criteria procedure. If it does in this way, the satisfaction of the 
player which succeeded in the delivery of special work etc. can be raised further. 
[0015] Moreover, the game character which this invention is the image composition approach for 
compounding a game screen, and a player operates when practice mode for a player to practice 
actuation using a game controller is chosen, While displaying the screen opposed between the 
game characters which a computer operates When a player chooses the Replay mode in said 
practice mode and a player performs given actuation It is characterized by displaying the Replay 
screen about the actuation made before this given actuation of the game character which the 
game character and computer which a player operates operate. 

[0016] According to this invention, the Replay screen of the actuation made before that at the 
time of the arbitration in the case of practice mode can be seen. Thereby, a player can enjoy the 
Replay mode now by the manual, and can increase the degree of freedom in the Replay mode. 
[0017] Moreover, the game character which this invention is the image composition approach for 
compounding a game screen, and a player operates when practice mode for a player to practice 
actuation using a game controller is chosen, While displaying the screen opposed between the 
game characters which a computer operates When a player chooses counterattack mode in said 
practice mode, it is characterized by displaying the screen on which attack actuation is made to 
perform on the game character which a computer operates. 

[0018] Since the game character which a computer operates in the case of counterattack mode 
actually devises an attack according to this invention, acquisition with the sufficient 
effectiveness of the technique of a counterattack is attained. 
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[0019] 

[Embodiment of the Invention] Hereafter, the example of this invention is explained using a 
drawing. 

- [0020] An example of the game screen displayed on drawing 1 (A), (B), and (C) by this example is 
shown. A player operates the game character 30 and a computer operates the enemy game 
character 32. An example of the game controller used for drawing 2 (A) by this example is 
shown, manual operation buttons 10, 12, 14, and 16 serving as a direction directions means, and 
pushing manual operation buttons 10, 12, 14, and 16 in drawing 2 (A), — it is — jump actuation 
of a game character — it right-translation-operates, and it squats down and actuation, left 
translation actuation, etc. are performed. Moreover, punch actuation of a game character, kick 
actuation, etc. are performed by pushing manual operation buttons 20, 22, 24, and 26. Moreover, 
a manual operation button 14 is pushed or guard actuation is performed by pushing manual 
operation buttons 14 and 16 at coincidence etc. Moreover, either of the manual operation 
buttons 20, 22, 24, and 26 may be assigned to the manual operation button for guard actuation. A 
start button 28 is for performing game start, mode selection, etc. 

[0021] In addition, although the game controller shown in drawing 2 (A) is generally widely used in 
home video game equipment, the game controller used by this invention is not restricted to this, 
and the game controller of business-use game equipment as shown in drawing 2 (B) is also 
contained. In this case, the lever 96 used as a direction directions means and the manual 
operation button group 98 will perform game actuation. 

[0022] Moreover, in this example, it is judged whether the operating procedure specified by 
actuation by which a sequential input is carried out by the game controller is in agreement with 
the operating procedure of criteria, and when in agreement, a game character lets out special 
work. For example, when "manual operation buttons 20 and 24 are pushed after hitting a manual 
operation button 12 repeatedly twice" by the operating procedure used as criteria and the 
inputted operating procedure is in agreement with the operating procedure of the above- 
mentioned criteria also including input timing, a game character will let out the special work 
corresponding to this operating procedure. 

[0023] Now, in this example, a mode selection screen as shown in drawing 3 (A) is displayed 
immediately after a game start And a player s selection of practice mode displays a practice 
schedule screen as shown in drawing 3 (B). 

[0024] This practice mode is for a player to practice actuation which used the game controller. 
In practice mode, as shown in drawing 1 (A), the screen where the game character 30 which a 
player operates, and the enemy game character 32 which a computer operates play a match is 
displayed. 

[0025] As shown in drawing 1 (A), the 1st description of this example is that it displays the hit 
mark 34 on a hit part, when the attack of one game character hits in the game character of 
another side in practice mode. And this hit mark 34 includes the notation for identifying a hit 
part In drawing 1 (A), since punch hit to the middle of the enemy game character 32, the hit 
mark 34 including the notation of "Mid" showing the semantics of the middle is displayed on the 
hit part A player can recognize easily by this whether punch hit in the location of enemy game 
character 32 throat. On the other hand, in drawing 4 (A), since it has hit in the lower berth of the 
enemy game character 32, the hit mark 36 including the notation of "Low" showing the 
semantics of the lower berth is displayed on a hit part 

[0026] A hit mark is displayed also when an enemy s punch etc. hits in the game character 30 
which a player operates. That is, in drawing 4 (B), since the enemy game character 32 which a 
computer operates let out punch and this hit on the upper case of the game character 30, the 
hit mark 38 including the notation of "High" is displayed on the hit part. On the other hand, in 
drawing 4 (C), the game character 30 performed guard actuation by actuation of a player, and 
the attack of an enemy game character is avoided. The guard mark 39 is displayed at this time, 
and it is told to a player at it that the defense to an enemy's attack was successful. 
[0027] In a sport-combative game etc., it becomes the important element with which the 
superiority or inferiority of a defense technique also settle the victory or defeat of a game. In 
order to make defense successful, it is necessary to judge quickly the thing to any of an upper 
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case, the middle, and the lower berth an enemy's attack is, and to perform suitable guard 
actuation according to each attack part. However, in actual waging-war mode, since actuation of 
a game character is quick, it cannot judge in many cases in which location an enemy's punch hit 
- in an instant. In the practice mode of this example, if an enemy's attack hits, since a hit mark will 
be displayed on a hit part, it can recognize in which location it hit in an instant. Moreover, since a 
guard mark is displayed when it succeeds in defense, it can recognize also about whether it 
succeeded in the guard in an instant. For this reason, according to this example, the activity 
which masters the defense technique to an enemy's attack becomes easy, and the practice 
mode which can learn complicated operating procedure appropriately and easily can be offered. 
The attack pattern was decided when a game character let out special work especially, for 
example, as it attacks or attacked in order of an upper case, the middle, and the lower berth on 
the upper case. Therefore, special work is made to let out to an enemy game character in 
practice mode, and if a defense technique is mastered looking at the display of a hit mark and a 
guard mark, the defense technique to special work can be learned simply and quickly. 
[0028] The flowchart for explaining a hit mark display process to drawing 5 (A) is shown. It 
judges whether the attack of an enemy game character or a player game character hit as the 
partner first (step S1), when it hits, a hit part is pinpointed (step S2), and a hit mark is displayed 
on the hit part (step S3). In this example, the motion data of a game character are prepared 
beforehand. For example, the motion data with which the player was prepared for punch 
actuation when push and this were received in the punch carbon button will be read, and a game 
character will perform actuation according to this motion data. For example, the motions 74 and 
76 of drawing 5 (B) show the motion in every frame in the case of punch actuation, and the data 
showing a motion of the joint in motions 74 and 76 etc. are beforehand prepared as motion data, 
and they are memorized on memory. Pinpointing of hit checking and a hit part will be performed 
using this motion data etc. While the ball defined with the position coordinate (x y, z) and radius r 
of a fist of a game character judges whether the enemy game character was intersected, it is 
asking for a crossover location and, specifically, pinpointing of hit checking and a hit part is 
performed. 

[0029] In addition, as shown in drawing 6 , each game character can let out various kinds of 
special work. The operating procedure lists 40 and 42 shown in drawing 6 here show the 
operating procedure for letting out the special work which the game characters 30 and 32 have. 
These operating procedure lists 40 and 42 are displayed by turning ON the operating procedure 
list mode of the practice schedule screen shown in drawing 3 (B). The data which show an attack 
part to such special work can be giving according to the individual. For example, in special work 
1A, the attack part serves as order of the lower berth and the middle, and the data in which 
attacking the lower berth and the middle is shown are contained in the data showing special work 
1 A. Therefore, when special work lets out, it becomes possible by using the data showing this 
attack part to display a hit mark on an attack location. 

[0030] Moreover, in this example, on the practice schedule screen shown in drawing 3 (B), as the 
contents display mode of actuation is shown in F of drawing 1 (A) by turning ON, a sequential 
indication of the contents of the actuation which the player inputted is given using various 
delimiters. Thereby, a player can recognize visually the contents of the actuation which he 
inputted, and can raise the effectiveness of practice with practice mode. Moreover, in this 
example, the display which shows coincidence of the inputted operating procedure and the 
criteria procedure for letting out special work and an inequality is also performed. 
[0031] The various examples of a delimiter are shown in drawing 2 (C). A delimiter 60 is a 
notation which shows that the manual operation button 14 used as a down direction directions 
means is pushed. Similarly, a delimiter 61 is a notation which shows that manual operation 
buttons 14 and 16 are pushed at coincidence, and this actuation is equivalent to the direction 
directions to the direction of the lower left. In addition, respectively, although delimiters 60 and 
61 serve as an arrow head of a black display and a white display, they show that the arrow head 
of a black display pushes a manual operation button for a long time, and show that the arrow 
head of a white display is pushed short. A delimiter 62 is a notation which shows that a given 
time interval is inserted between two alter operation. In this example, this time interval is spacing 
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of one - (1 / 60 seconds) five frames. Therefore, a delimiter 62 turns into a notation which 
requires that the time interval to other alter operation from one alter operation should be stored 
within the limits of one - five frames. Delimiters 63, 64, 65, and 66 are notations which show 
- respectively that manual operation buttons 20, 22, 24, and 26 are pushed. Thus, discernment of 
the contents of actuation becomes easy by displaying the same image as carbon button 
arrangement of a game controller. Moreover, if these delimiters are compared, the manual 
operation button with which the arrangement on a game controller differs will be displayed by 
mutually different color at this example so that clearly. By doing in this way, discernment of 
actuation by the delimiter becomes still easier. A delimiter 67 is a notation which shows that 
both manual operation buttons 22 and 24 are pushed. Thus, it is contained in actuation of 
specifying operating procedure also when it is operated combining two or more manual operation 
buttons etc. 

[0032] Next, the 2nd description of this example is explained. The 2nd description of this 
example chooses the Replay mode in practice mode, and when Replay generating conditions are 
fulfilled, or when a player performs given actuation, it is that it displays the Replay screen. An 
example of the Replay screen in this case is shown in drawing 1 (B). At the time of Replay, the 
screen which appears from a different view from the time of a game play is displayed. 
[0033] The flow chart for explaining processing with the Replay mode to drawing 7 (A) and (B) is 
shown. In this example, two kinds of Replay of Replay A and B is prepared. In Replay A, Replay 
mode is turned ON on the practice schedule screen first shown in drawing 3 (A) (step T1). Next, 
Replay generating conditions are set up (step T2). Various things can be considered as Replay 
generating conditions. For example, when the count of a successive attack of the game 
character which a player operates exceeds the count of predetermined, suppose that Replay 
generating conditions are fulfilled. If it does in this way, Replay is utilizable as the production 
technique which impresses the result in practice mode in a player. Moreover, when the operating 
procedure specified by at least one alter operation which the player inputted is in agreement 
with given criteria (i.e., when a player succeeds in the delivery of special work), Replay 
generating conditions may be made to fulfill. If it does in this way, since Replay of the special 
work which the player sent out at the time of a success of special work will be performed, the 
satisfaction of the player to the result in practice mode can be raised, and the charm in practice 
mode can be increased. When a player attacks to an enemy (step T3), consequently a 
successive attack carries out that a success or special work is successful etc. and Replay 
generating conditions are fulfilled (step T four), the Replay screen as shown in drawing 1 (B) will 
be displayed. 

[0034] Next, Replay B is explained. Replay mode is first turned ON with a practice mode menu 
(step U1), and then manual Replay is chosen (step U2). In manual Replay, Replay can be 
generated to the timing of arbitration, without being restrained by the above-mentioned Replay 
generating conditions. That is, Replay will be performed if the start button 28 shown in drawing 2 
(A) when delivering an attack to an enemy is pushed (steps U3, U4, and U5). (if given actuation is 
performed) Replay of the attack delivered within the predetermined period before this pushes a 
start button 28 can be seen. Thus, according to Replay B, Replay at the time of the arbitration 
for which a player asks can be seen. 

[0035] Next, the concrete technique of realizing Replay A and B is explained. The Replay data 
for carrying out Replay to a game character are stored in the Replay buffer in main memory. The 
DS of the Replay data stored in the Replay buffer at drawing 8 (A) is shown. A motion number is 
for reading the motion data of a game character from on memory here. For example, although the 
example of the motion which a game character performs for every frame at the time of left 
punch is shown in drawing 8 (B), the motion data (data showing a motion of a joint etc.) for 
making these motions perform can be respectively read by the motion numbers 1, 2, and 3. On 
the other hand, since motion data are described by local system of coordinates, in order to ask 
for a motion of the game character in an absolute coordinate system, the location data in the 
absolute coordinate system of a game character are required, and this location data is also 
stored in the Replay buffer. What is necessary is just to read location data and a motion number 
from the Replay buffer of a player game character one by one, in performing Replay of the game 
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game equipment which does not use the information storage medium 1006. 

[0044] A control apparatus 1022 is equipment for inputting into the body of game equipment the 
result of the decision which is equivalent to a game controller and a player performs according to 
• game advance. 

[0045] According to the game program stored in the information storage medium 1006, the 
system program stored in ROM1002, the signal inputted by the control apparatus 1022, CPU1000 
performs control of the whole equipment and various data processing. RAMI 004 is a storage 
means used as a working area of this CPU1000 etc., and the predetermined contents of the 
information storage medium 1006 or ROM1002 or the result of an operation of CPU1000 is 
stored. Moreover, the DS with logical configurations, such as the Replay data shown in drawing 8 
(A) and (B) and motion data, will be built on this RAM. 

[0046] Furthermore, the sound composition IC 1008 and the image composition IC 1010 are 
formed in this kind of game equipment and the suitable output of a game sound or a game 
screen can be performed now. The sound composition IC 1008 is an integrated circuit which 
compounds game sounds, such as a sound effect and background music, based on the 
information memorized by the information storage medium 1006 and ROM1002, and the 
compounded game sound is outputted by the loudspeaker 1020. Moreover, the image 
composition IC 1010 is an integrated circuit which compounds the pixel information for 
outputting to a display 1018 based on the image information sent from RAM1004, ROM1002, and 
information storage medium 1006 grade. In addition, as a display 1018, what is called the so- 
called head mount display (HMD) can also be used. 

[0047] Moreover, a communication device 1024 exchanges with the exterior various kinds of 
information used inside game equipment, and is connected with other game equipments, and the 
predetermined information according to a game program is sent and received, or it is used for 
sending and receiving information, such as a game program, through a communication line etc. 
[0048] And image composition processing in_which it explained by drawing 1 (A) - (C), drawin g 3 
(A), (B), and drawing 4 (A) - (C) is realized by the information storage 1006 which stored the 
game program which performs processing shown in the flowchart shown in drawing 5 (A), drawing 
7 (A), (B), and drawing 9 , and CPU1000 and the image composition IC1010 grade which operate 
according to this game program. In addition, CPU1000 or general-purpose DSP may perform by 
software processing performed in the image composition IC 1010 and sound composition IC1008 
grade. 

[0049] In addition, what [ not only ] was explained in the above-mentioned example but various 
deformation implementation is possible for this invention. 

[0050] For example, the gestalt of a hit mark is not restricted to what was explained by this 
example, and the thing of various gestalten which gave the device which easy-izes recognition of 
the player of a hit part can be used for it. Moreover, Replay generating conditions can also 
consider equal various conditions to be these besides what was explained by this example. 
[0051] Moreover, this invention can be applied also to games other than a sport-combative 
game, and various things, such as a thing showing human being, a robot, and a tank, are 
contained in the game character of this invention. 
[0052] 
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* NOTICES * 

JPO and NCI PI are not responsible for any 
damages caused by the use of this translation. 

1. This document has been translated by computer. So the translation may not reflect the original 
precisely. 

2. **** shows the word which can not be translated. 
3.1n the drawings, any words are not translated. 



TECHNICAL FIELD 

[Field of the Invention] This invention relates to the image composition approach and game 
equipment. 
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* NOTICES * 

JPO and NCI PI are not responsible for any 
damages caused by the use of this translation. 

LThis document has been translated by computer. So the translation may not reflect the original 
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2.**** shows the word which can not be translated. 
■ 3.1n the drawings, any words are not translated. 



TECHNICAL PROBLEM 

Background Art and Problem(s) to be Solved by the Invention] In a sport-combative game etc., 
the game character which a player operates, and the game character which a partner player (or 
computer) operates are opposed on a screen, and a game is enjoyed. In such a sport-combative 
game, since feeling which is actually being pitched against each other by players can be 
experienced, the popularity as a game is high. 

[0003] Now, in a sport-combative game, the superiority or inferiority of the actuation 
workmanship which each player has have big effect on a game result, as [ let / a game 
character / if the cross-joint key and manual operation button which a game controller has are 
operated with given operating procedure (procedures, such as specifying the left by the cross- 
joint key and pushing manual operation buttons A and B one by one) / especially in a sport- 
combative game, / special work (special actuation) ] — **** — it is common that it is. And if 
special work is successful, since a serious damage can be given to a partner, the propriety of a 
success of special work has big effect on a game result. Therefore, it becomes a barometer 
showing the superiority or inferiority of the actuation workmanship of a player how it can let out 
special work smoothly. 

[0004] However, generally the operating procedure for letting out work, such as the above- 
mentioned special work or a counterattack, and a guard, was complicated, and it was an activity 
very difficult for a player to master this operating procedure. Especially the thing for which such 
operating procedure is memorized during waging war with other players in the usual waging-war 
mode was difficult, and this had become one factor in which the player which does not have 
confidence in actuation workmanship keeps this kind of game at arm's length. 
[0005] This invention has the place which it is made in order to solve the above technical 
technical problems, and is made into the purpose in offering the image composition approach and 
game equipment which can make a game character learn simply the operating procedure for 
making various actuation perform to a player. 
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* NOTICES * 
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1. This document has been translated by computer. So the translation may not reflect the original 
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MEANS 

[Means for Solving the Problem] In order to solve the technical problem mentioned above, this 
invention is the image composition approach for compounding a game screen. The game 
character which a player operates when practice mode for a player to practice actuation using a 
game controller is chosen, While displaying the screen opposed between the game characters 
which a computer operates, when the attack of one game character hits in the game character 
of another side, it is characterized by displaying the screen where the hit mark was displayed on 
the hit part 

[0007] According to this invention, in the practice mode in which a player practices actuation, a 
hit mark is displayed on an offensive hit part. Therefore, a player is seeing this hit mark, and it 
can practice game actuation, checking the location which their attack or an enemy's attack hit. 
Thereby, a player can master simply and quickly an attack technique, the defense technique to 
special work, etc., and its enjoyment of the game in waging^-war mode can also improve. 
[0008] Moreover, this invention is characterized by said hit mark including the notation for 
identifying a hit part. If it does in this way, a player can recognize a hit part still more quickly and 
certainly. 

[0009] Moreover, this invention is characterized by displaying a guard mark, when the game 
character of said another side defends said attack. If it does in this way, when the game 
character which a player operates, for example will be a game character of said another side, a 
player can check easily whether defense actuation of it has been successful. Thereby, 
improvement in the defense technique of a player can be aimed at. 

[0010] moreover, the case where an attack hits this invention in the upper case of the game 
character of said another side, the middle, and the lower berth — the object for upper cases, 
and the middle — it is characterized by displaying the hit mark for a ** and the lower berths. If it 
does in this way, a player can check easily in which location of an upper case, the middle, and 
the lower berth the attack has hit. 

[0011] Moreover, the game character which this invention is the image composition approach for 
compounding a game screen, and a player operates when practice mode for a player to practice 
actuation using a game controller is chosen, While displaying the screen opposed between the 
game characters which a computer operates When the attack which the game character which a 
player chooses the Replay mode in said practice mode, and a player operates delivered to the 
game character which a computer operates fulfills given Replay generating conditions It is 
characterized by displaying the Replay screen about this attack of the game character which the 
game character and computer which a player operates operate. 

[0012] If according to this invention given Replay generating conditions are fulfilled when 
attacking in practice mode, the display of the Replay screen about the attack will be performed. 
If it does in this way, Replay can be utilized as a production means in which the result of 
practice is impressed to a player. 

[0013] Moreover, this invention is characterized by fulfilling said Replay generating conditions, 
when the count of a successive attack of the game character which a player operates exceeds 
the count of predetermined. If it does in this way, the satisfaction of the player which was 
successful in the successive attack of the count of predetermined can be raised further. 
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[0014] Moreover, this invention is characterized by fulfilling said Replay generating conditions, 
when the operating procedure specified by at least one alter operation which the player inputted 
is in agreement with a given criteria procedure. If it does in this way, the satisfaction of the 

. player which succeeded in the delivery of special work etc. can be raised further. 
[0015] Moreover, the game character which this invention is the image composition approach for 
compounding a game screen, and a player operates when practice mode for a player to practice 

" actuation using a game controller is chosen. While displaying the screen opposed between the 
game characters which a computer operates When a player chooses the Replay mode in said 
practice mode and a player performs given actuation It is characterized by displaying the Replay 
screen about the actuation made before this given actuation of the game character which the 
game character and computer which a player operates operate. 

[0016] According to this invention, the Replay screen of the actuation made before that at the 
time of the arbitration in the case of practice mode can be seen. Thereby, a player can enjoy the 
Replay mode now by the manual, and can increase the degree of freedom in the Replay mode. 
[0017] Moreover, the game character which this invention is the image composition approach for 
compounding a game screen, and a player operates when practice mode for a player to practice 
actuation using a game controller is chosen, While displaying the screen opposed between the 
game characters which a computer operates When a player chooses counterattack mode in said 
practice mode, it is characterized by displaying the screen on which attack actuation is made to 
perform on the game character which a computer operates. 

[0018] Since the game character which a computer operates in the case of counterattack mode 
actually devises an attack according to this invention, acquisition with the sufficient 
effectiveness of the technique of a counterattack is attained. 
[0019] 

[Embodiment of the Invention] Hereafter, the example of this invention is explained using a 
drawing. 

[0020] An example of the game screen displayed on drawing 1 (A), (B), and (C) by this example is 
shown. A player operates the game character 30 and a computer operates the enemy game 
character 32. An example of the game controller used for drawing 2 (A) by this example is 
shown, manual operation buttons 10, 12, 14, and 16 serving as a direction directions means, and 
pushing manual operation buttons 10, 12, 14, and 16 in drawing 2 (A), — it is — jump actuation 
of a game character — it right-translation-operates, and it squats down and actuation, left 
translation actuation, etc. are performed. Moreover, punch actuation of a game character, kick 
actuation, etc. are performed by pushing manual operation buttons 20, 22, 24, and 26. Moreover, 
a manual operation button 14 is pushed or guard actuation is performed by pushing manual 
operation buttons 14 and 16 at coincidence etc. Moreover, either of the manual operation 
buttons 20, 22, 24, and 26 may be assigned to the manual operation button for guard actuation. A 
start button 28 is for performing game start, mode selection, etc. 

[0021] In addition, although the game controller shown in drawing 2 (A) is generally widely used in 
home video game equipment, the game controller used by this invention is not restricted to this, 
and the game controller of business-use game equipment as shown in drawing 2 (B) is also 
contained. In this case, the lever 96 used as a direction directions means and the manual 
operation button group 98 will perform game actuation. 

[0022] Moreover, in this example, it is judged whether the operating procedure specified by 
actuation by which a sequential input is carried out by the game controller is in agreement with 
the operating procedure of criteria, and when in agreement, a game character lets out special 
work. For example, when "manual operation buttons 20 and 24 are pushed after hitting a manual 
operation button 12 repeatedly twice" by the operating procedure used as criteria and the 
inputted operating procedure is in agreement with the operating procedure of the above- 
mentioned criteria also including input timing, a game character will let out the special work 
corresponding to this operating procedure. 

[0023] Now, in this example, a mode selection screen as shown in drawing 3 (A) is displayed 
immediately after a game start And a player s selection of practice mode displays a practice 
schedule screen as shown in drawin g 3 (B). 
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[0024] This practice mode is for a player to practice actuation which used the game controller. 
In practice mode, as shown in drawing 1 (A), the screen where the game character 30 which a 
player operates, and the enemy game character 32 which a computer operates play a match is 
„ displayed. 

[0025] As shown in drawing 1 (A), the 1st description of this example is that it displays the hit 
mark 34 on a hit part, when the attack of one game character hits in the game character of 
' another side in practice mode. And this hit mark 34 includes the notation for identifying a hit 
part In drawing 1 (A), since punch hit to the middle of the enemy game character 32, the hit 
mark 34 including the notation of "Mid" showing the semantics of the middle is displayed on the 
hit part A player can recognize easily by this whether punch hit in the location of enemy game 
character 32 throat. On the other hand, in drawing 4 (A), since it has hit in the lower berth of the 
enemy game character 32, the hit mark 36 including the notation of "Low" showing the 
semantics of the lower berth is displayed on a hit part 

[0026] A hit mark is displayed also when an enemy's punch etc. hits in the game character 30 
which a player operates. That is, in drawing 4 (B), since the enemy game character 32 which a 
computer operates let out punch and this hit on the upper case of the game character 30, the 
hit mark 38 including the notation of "High" is displayed on the hit part. On the other hand, in 
drawing 4 (C), the game character 30 performed guard actuation by actuation of a player, and 
the attack of an enemy game character is avoided. The guard mark 39 is displayed at this time, 
and it is told to a player at it that the defense to an enemy's attack was successful. 
[0027] In a sport-combative game etc., it becomes the important element with which the 
superiority or inferiority of a defense technique also settle the victory or defeat of a game. In 
order to make defense successful, it is necessary to judge quickly the thing to any of an upper 
case, the middle, and the lower berth an enemy's attack is, and to perform suitable guard 
actuation according to each attack part. However, in actual waging-war mode, since actuation of 
a game character is quick, it cannot judge in many cases in which location an enemy's punch hit 
in an instant In the practice mode of this example, if an enemy's attack hits, since a hit mark will 
be displayed on a hit part, it can recognize in which location it hit in an instant. Moreover, since a 
guard mark is displayed when it succeeds in defense, it can recognize also about whether it 
succeeded in the guard in an instant. For this reason, according to this example, the activity 
which masters the defense technique to an enemy's attack becomes easy, and the practice 
mode which can learn complicated operating procedure appropriately and easily can be offered. 
The attack pattern was decided when a game character let out special work especially, for 
example, as it attacks or attacked in order of an upper case, the middle, and the lower berth on 
the upper case. Therefore, special work is made to let out to an enemy game character in 
practice mode, and if a defense technique is mastered looking at the display of a hit mark and a 
guard mark, the defense technique to special work can be learned simply and quickly. 
[0028] The flowchart for explaining a hit mark display process to drawing 5 (A) is shown. It 
judges whether the attack of an enemy game. character or a player game character hit as the 
partner first (step S1), when it hits, a hit part is pinpointed (step S2), and a hit mark is displayed 
on the hit part (step S3). In this example, the motion data of a game character are prepared 
beforehand. For example, the motion data with which the player was prepared for punch 
actuation when push and this were received in the punch carbon button will be read, and a game 
character will perform actuation according to this motion data. For example, the motions 74 and 
76 of drawing 5 (B) show the motion in every frame in the case of punch actuation, and the data 
showing a motion of the joint in motions 74 and 76 etc. are beforehand prepared as motion data, 
and they are memorized on memory. Pinpointing of hit checking and a hit part will be performed 
using this motion data etc. While the ball defined with the position coordinate (x y, z) and radius r 
of a fist of a game character judges whether the enemy game character was intersected, it is 
asking for a crossover location and, specifically, pinpointing of hit checking and a hit part is 
performed. 

[0029] In addition, as shown in drawing 6 , each game character can let out various kinds of 
special work. The operating procedure lists 40 and 42 shown in drawing 6 here show the 
operating procedure for letting out the special work which the game characters 30 and 32 have. 
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These operating procedure lists 40 and 42 are displayed by turning ON the operating procedure 
list mode of the practice schedule screen shown in drawing 3 (B). The data which show an attack 
part to such special work can be giving according to the individual. For example, in special work 
1A t the attack part serves as order of the lower berth and the middle, and the data in which 
attacking the lower berth and the middle is shown are contained in the data showing special work 
1 A. Therefore, when special work lets out, it becomes possible by using the data showing this 
• attack part to display a hit mark on an attack location. 
[0030] Moreover, in this example, on the practice schedule screen shown in drawing 3 (B), as the 
contents display mode of actuation is shown in F of drawing 1 (A) by turning ON, a sequential 
indication of the contents of the actuation which the player inputted is given using various 
delimiters. Thereby, a player can recognize visually the contents of the actuation which he 
inputted, and can raise the effectiveness of practice with practice mode. Moreover, in this 
example, the display which shows coincidence of the inputted operating procedure and the 
criteria procedure for letting out special work and an inequality is also performed. 
[0031] The various examples of a delimiter are shown in drawing 2 (C). A delimiter 60 is a 
notation which shows that the manual operation button 14 used as a down direction directions 
means is pushed. Similarly, a delimiter 61 is a notation which shows that manual operation 
buttons 14 and 16 are pushed at coincidence, and this actuation is equivalent to the direction 
directions to the direction of the lower left. In addition, respectively, although delimiters 60 and 
61 serve as an arrow head of a black display and a white display, they show that the arrow head 
of a black display pushes a manual operation button for a long time, and show that the arrow 
head of a white display is pushed short. A delimiter 62 is a notation which shows that a given 
time interval is inserted between two alter operation. In this example, this time interval is spacing 
of one - (1 / 60 seconds) five frames. Therefore, a delimiter 62 turns into a notation which 
requires that the time interval to other alter operation from one alter operation should be stored 
within the limits of one - five frames. Delimiters 63, 64, 65, and 66 are notations which show 
respectively that manual operation buttons 20, 22, 24, and 26 are pushed. Thus, discernment of 
the contents of actuation becomes easy by displaying the same image as carbon button 
arrangement of a game controller. Moreover, if these delimiters are compared, the manual 
operation button with which the arrangement on a game controller differs will be displayed by 
mutually different color at this example so that clearly. By doing in this way, discernment of 
actuation by the delimiter becomes still easier. A delimiter 67 is a notation which shows that 
both manual operation buttons 22 and 24 are pushed. Thus, it is contained in actuation of 
specifying operating procedure also when it is operated combining two or more manual operation 
buttons etc. 

[0032] Next, the 2nd description of this example is explained. The 2nd description of this 
example chooses the Replay mode in practice mode, and when Replay generating conditions are 
fulfilled, or when a player performs given actuation, it is that it displays the Replay screen. An 
example of the Replay screen in this case is shown in drawing 1 (B). At the time of Replay, the 
screen which appears from a different view from the time of a game play is displayed. 
[0033] The flow chart for explaining processing with the Replay mode to drawing 7 (A) and (B) is 
shown. In this example, two kinds of Replay of Replay A and B is prepared. In Replay A, Replay 
mode is turned ON on the practice schedule screen first shown in drawing 3 (A) (step T1). Next, 
Replay generating conditions are set up (step T2). Various things can be considered as Replay 
generating conditions. For example, when the count of a successive attack of the game 
character which a player operates exceeds the count of predetermined, suppose that Replay 
generating conditions are fulfilled. If it does in this way, Replay is utilizable as the production 
technique which impresses the result in practice mode in a player. Moreover, when the operating 
procedure specified by at least one alter operation which the player inputted is in agreement 
with given criteria (i.e., when a player succeeds in the delivery of special work), Replay 
generating conditions may be made to fulfill. If it does in this way, since Replay of the special 
work which the player sent out at the time of a success of special work will be performed, the 
satisfaction of the player to the result in practice mode can be raised, and the charm in practice 
mode can be increased. When a player attacks to an enemy (step T3) t consequently a 
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successive attack carries out that a success or special work is successful etc. and Replay 
generating conditions are fulfilled (step T four), the Replay screen as shown in drawing 1 (B) will 
be displayed. 

. [0034] Next, Replay B is explained. Replay mode is first turned ON with a practice mode menu 
(step U1), and then manual Replay is chosen (step U2). In manual Replay, Replay can be 
generated to the timing of arbitration, without being restrained by the above-mentioned Replay 

" generating conditions. That is, Replay will be performed if the start button 28 shown in drawing 2 
(A) when delivering an attack to an enemy is pushed (steps U3, U4, and U5). (if given actuation is 
performed) Replay of the attack delivered within the predetermined period before this pushes a 
start button 28 can be seen. Thus, according to Replay B, Replay at the time of the arbitration 
for which a player asks can be seen. 

[0035] Next, the concrete technique of realizing Replay A and B is explained. The Replay data 
for carrying out Replay to a game character are stored in the Replay buffer in main memory. The 
DS of the Replay data stored in the Replay buffer at drawing 8 (A) is shown. A motion number is 
for reading the motion data of a game character from on memory here. For example, although the 
example of the motion which a game character performs for every frame at the time of left 
punch is shown in drawing 8 (B), the motion data (data showing a motion of a joint etc.) for 
making these motions perform can be respectively read by the motion numbers 1, 2, and 3. On 
the other hand, since motion data are described by local system of coordinates, in order to ask 
for a motion of the game character in an absolute coordinate system, the location data in the 
absolute coordinate system of a game character are required, and this location data is also 
stored in the Replay buffer. What is necessary is just to read location data and a motion number 
from the Replay buffer of a player game character one by one, in performing Replay of the game 
character which a player operates. That is, motion data are read by the above-mentioned motion 
number, and a motion of the game character for every frame as shown in drawing 8 (B) can be 
reproduced by changing this motion data into an absolute coordinate system using the above- 
mentioned location data. Replay of actuation of an enemy game character is realizable similarly. 
[0036] in the Replay mode, it is shown in drawing 8 (C) — as — the Replay buffer — receiving - 
- the addresses AO and A1 and .... the Replay data are overwritten one by one in order of Ak. If 
the Replay data are written in Address Ak, next it will return and the Replay data will be 
overwritten by the address AO. 

[0037] If the start button 28 of drawing 2 (A) is pushed and Replay B is performed, playback will 
be performed from the oldest Replay data at the time, the case where the address with which 
the Replay data were finally overwritten is A2 — address A3, A4, and .... Replay is ended, when it 
is reproduced from the Replay data in order of Ak, A1, and A2 and the Replay data of the 
address A2 are reproduced. 

[0038] On the other hand, if Replay A is performed, the address which started the address or 
special work on the Replay buffer which started the successive attack will be searched by the 
given program. For example, when the address is A5, playback of the Replay data will be started 
from address A5, and the Replay data will be reproduced to the address which the address or 
special work with which a successive attack breaks off ends. 

[0039] Next, the 3rd description of this example is explained. The 3rd description of this example 
is in the point of making attack actuation performing in the game character which a computer 
operates, when counterattack mode is chosen in practice mode. By doing in this way, a player 
becomes possible [ practicing a counterattack effectively ]. The game screen at the time of a 
counterattack is shown in drawing 1 (C). In drawing 1 (C), the player game character 30 is 
performing the counterattack to the attack of the enemy game character 32. 
[0040] The flow chart for explaining processing with counterattack mode to drawing 9 is shown. 
Counterattack mode is turned ON on the practice schedule screen first shown in drawing 2 (B) 
(step V1). Then, in order that the enemy game character which a computer operates may devise 
an attack, a player operates a game character and performs a counterattack (step V2). And if a 
counterattack is successful (step V3), while the game screen in which it is shown that the 
counterattack was successful will be displayed, the display which shows the damage given to the 
enemy by the counterattack as shown in G of drawin g 1 (C) is performed (step V4). 
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[0041] If an enemy game character lets out work, it will **** in memory and a flag will stand. If 
the attack of a player game character hits in an enemy game character when [ this ] it **** and 
the flag stands, count called amount of damages = usual amount xof damages 1.2 will be 
performed, and the amount of damages of an enemy game character will increase. In order to tell 
a -player about this, a display as shown in G of drawing 1 (C) is performed. Thus, since a serious 
damage can be given to an enemy if it succeeds in a counterattack, the superiority or inferiority 
' of the workmanship of a counterattack serve as an important element which determines the 
victory or defeat of a game. Since the timing to which an enemy game character devises an 
attack in the usual waging-war mode is not fixed, it is difficult to practice a counterattack. In the 
counterattack mode of this example, since an attack is devised to the timing that an enemy 
game character is fixed, a counterattack can be practiced effectively. 

[0042] Next, the example of a hardware configuration of the game equipment which can realize 
this example is explained using drawing 10 . With the game equipment shown in this drawing, 
CPU1000, ROM1002, RAMI 004, the information storage medium 1006, the sound composition IC 
1008, the image composition IC 1010, and I/O Ports 1012 and 1014 are mutually connected by 
the system bus 1016 possible [ data transmission and reception ]. And a display 1018 is 
connected to said image composition IC 1010, a loudspeaker 1020 is connected to the sound 
composition IC 1008, a control apparatus 1022 is connected to I/O Port 1012, and the 
communication device 1024 is connected to I/O Port 1014. 

[0043] Image information for the information storage medium 1006 to express a game program 
and a display object etc. is mainly stored, and CD-ROM, a game cassette, an IC card, MO, FD, 
etc. are used. Moreover, ROM1002 memorizes the initialization information on the body of game 
equipment etc. However, a game program, image information, etc. are stored in ROM1002 in 
game equipment which does not use the information storage medium 1006. 

[0044] A control apparatus 1022 is equipment for inputting into the body of game equipment the 
result of the decision which is equivalent to a game controller and a player performs according to 
game advance. 

[0045] According to the game program stored in the information storage medium 1006, the 
system program stored in ROM1002, the signal inputted by the control apparatus 1022, CPU1000 
performs control of the whole equipment and various data processing. RAMI 004 is a storage 
means used as a working area of this CPU1000 etc., and the predetermined contents of the 
information storage medium 1006 or ROM1002 or the result of an operation of CPU1000 is 
stored. Moreover, the DS with logical configurations, such as the Replay data shown in drawing 8 
(A) and (B) and motion data, will be built on this RAM. 

[0046] Furthermore, the sound composition IC 1008 and the image composition IC 1010 are 
formed in this kind of game equipment, and the suitable output of a game sound or a game 
screen can be performed now. The sound composition IC 1008 is an integrated circuit which 
compounds game sounds, such as a sound effect and background music, based on the 
information memorized by the information storage medium 1006 and ROM1002, and the 
compounded game sound is outputted by the loudspeaker 1020. Moreover, the image 
composition IC 1010 is an integrated circuit which compounds the pixel information for 
outputting to a display 1018 based on the image information sent from RAMI 004, ROM1002, and 
information storage medium 1006 grade. In addition, as a display 1018, what is called the so- 
called head mount display (HMD) can also be used. 

[0047] Moreover, a communication device 1024 exchanges with the exterior various kinds of 
information used inside game equipment, and is connected with other game equipments, and the 
predetermined information according to a game program is sent and received, or it is used for 
sending and receiving information, such as a game program, through a communication line etc. 
[0048] And image composition processing in_which it explained by drawing 1 (A) - (C), drawing 3 
(A), (B), and drawin g 4 (A) - (C) is realized by the information storage 1006 which stored the 
game program which performs processing shown in the flowchart shown in drawin g 5 (A), drawing 
7 (A), (B), and drawing 9 , and CPU1000 and the image composition IC1010 grade which operate 
according to this game program. In addition, CPU1000 or general-purpose DSP may perform by 
software processing performed in the image composition IC 1010 and sound composition IC1008 
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grade. 

[0049] In addition, what [ not only ] was explained in the above-mentioned example but various 
deformation implementation is possible for this invention. 

[0050] For example, the gestalt of a hit mark is not restricted to what was explained by this 
example, and the thing of various gestalten which gave the device which easyHzes recognition of 
the player of a hit part can be used for it. Moreover, Replay generating conditions can also 
consider equal various conditions to be these besides what was explained by this example. 
[0051] Moreover, this invention can be applied also to games other than a sport-combative 
game, and various things, such as a thing showing human being, a robot and a tank, are 
contained in the game character of this invention. 
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DESCRIPTION OF DRAWINGS 



[Brief Description of the Drawings] 

rD rawing 1] Drawing 1 (A), (B), and (C) are drawings showing an example of the screen displayed 
by this example. 

fD rawing 2] Drawing 2 (A) and (B) are drawings showing an example of a game controller, and 
drawing 2 (C) is drawing showing various delimiters. 

[Drawing 3] Drawing 3 (A) and (B) are drawings showing examples, such as a mode selection 
screen displayed by this example. 

fD rawing 4] Drawing 4 (A), (B), and (C) are drawings showing an example of the screen displayed 
by this example. 

[Drawing 5] Drawing 5 (A) is a flow chart for explaining a hit mark display process, and drawing 5 
(B) is drawing for explaining hit checking. 

[Drawing 6] It is drawing for explaining special work and its operating procedure list 
[Drawing 7] Drawing 7 (A) and (B) are the flow charts for explaining the Replay processing. 
[Drawing 8] Drawing 8 (A), (B), and (C) are drawings for explaining the Replay data and the 
Replay buffer. 

[Drawing 9] It is a flow chart for explaining counterattack processing. 

[Drawing 10] It is drawing showing the example of a hardware configuration of the game 

equipment which can realize this example. 

[Description of Notations] 

10, 12, 14, 16, 20, 22, 24, 26 Manual operation button 

30 32 Game character 

34, 36, 38 Hit mark 

39 Guard Mark 

1000 CPU 

1002 ROM 

1004 RAM 

1 006 Information Storage Medium 
1008 Sound Composition IC 
1010 Image Composition IC 
1012 I/O Port 
1014 I/O Port 
1016 System Bus 
1018 Display 
1020 Loudspeaker 

1022 Control Apparatus (Game Controller) 
1024 Communication Device 
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